NIXON & V ANDERHYE PC3 Fax:703-816-4100 Jul 14 2003 18:08 P. 03 

DREBEVetal 
Serial No. 09/722,367 
July 14, 2003 

IN THE ABSTRACT 

Please amend the Abstract as follows: 

A graphics system including a oustom graphios-and audi o processor produces 
exoiting 3D and 3D graphics and surround sound. The system includes a graphics and 
audio processor including a 3D graphics pipeline and on audio digital signal processor. 
To achi e v e multi texturing, conventional graphics rendering syst e ms typically r e ly on 
multiple rendering passes or requir e multiple serial/parallel textur e r e tri e val/processing 
circuits which occupy additional chip r e al -e stat e and e xac e rbate? m e mory arbitration 
probl e ms? To solve this problem and to provide an enhanood rep e rtoir e of multi - t e xturing 
e apabiliti e s, a r e latively low chip footprint, versatile texture environment (TEV) 
processing subsystem is implem e nt e d in a pip e lin e d graphics syst e mby - utilizing a 
flexible API and a A hardware-accelerated recirculating p rogrammable texture 
blender/shader arrangement that-circulates computed color and alpha data over multiple 
texture blending/shading cycles (stages^ to provide multi-texturing and other effects , -The 
texture environment subsyst e m combin e s per - vortex lighting, t e xtur e s and con s ta t 
(rastoriged) colors to form comput e d pixel color prior to fogging and final pixel bl e nding. 
Blending operations for color (RGB) and alpha components ar e ind e p e ndently processed 
within the TEV subsystem by a single sub blend uait consisting of a s e t of colom/alpha 
combiner (shad e r) hardware that is r e us e d over multiple proc es sing stages to combin e 
multipl e toTrturoSi A s e t of four selectable current color input/output r e gisters which arc 
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shar e d among all stag e s ia provided at the output of the pub blond unit to temporaril y 
store compu te d color reoulto and to pass computed color b e tw e en stages. Arguments fog 
blending stag e op e rations can be s e l e cted from: the four currcnt - oolor regist e rs, raoterized 
color (diffus e or spoeular), t e xture, the a l pha components of the above colors, and 0 or 1. 
Up to sixteen independently programmable consecutive stages, forming a chain of 
blending operations, are supported for applying multiple textures to a single object in a 
single rendering pass. 



-3- 

Received from < 703 816 4100 > at 7/14/03 6:04:36 PM [Eastern Daylight Time] 



723868 



